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Set up your PlayStation game console according to 
the instructions in its Instruction Manual. Make 
sure the PlayStation game console's power is off 
before inserting or removing a compact disc. 

Insert the DEAD or ALIVE™ disc and close the 
disc cover. Insert a game controller and turn the 
PlayStation game console ON. The opening story 
will start, and then the Title/Same Start Menu 
will appear. Press the Start Button to begin play. 
Follow the on-screen instructions to 
start a game. 
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CONTROLLER 
L2 = P+K 
Lt = H+P 
R2 = H+K 
Rl = H+P+K 


for can reset your gene at any time hy pressing ant holdinglt+lt+Rl+k!fl|h©i©r®t$thltI then hitting SELECT. 


Directional Buttons 

- To move a character. Able to 
make them jump, sit (squat), 
guard. 

- To move a cursor. To make a 
change on the list 


P (Punch) 

K (Kick) / select or execute 
P (punch) / Cancel 


t 


CAMERA OPERATION 

You can change the camera duringyoui;*character's: 
victory pose, 
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To Control the Camera Directional Buttons: 

'♦ - low camera angle 
+ - Dolly around from the left (clock wise) 

* - Dolly around from the right (counter clock wise) 
Rt button - Zoom in 
R2 button - Zoom out 


CHARACTER MOVES 

(All instructions are based on the assumption that the 
[See character section for specific character moves.) 
this game is for One or Two players. 

DIRECTIONAL BUTTONS 


Jump ^ 



A 


Lunge forward: Rt + R2 
Lunge backward: Ll+ L2 
Run: ♦, press and hold 
Guard: Press and hold * 
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player character is facing tn the right) 


When your character is down, use the directional buttons 
to get up. If yuu want to get up quickly, continue 
pressing P several times along with a directional key. 
Certain combinations of directional buttons and K will 
enable your character to attack as he/she stands back up. 

ATTACK 

When the enemy is down, you can still give him/her an 
additional attack. P and K functions depend upon which 
enemy you're fighting. Seme characters also have a 
special KO attack technique. 

When the character falls toward the background: 

(Z-axis backward) 

Press ‘ and Press H several times. 

To perform a low kick as the character gets up: 

Press and K several times as the character is getting 

up. 

When the character falls toward the foreground: (Z-axis 
forward) 

Press * and H several times. 


ATUHTIOH 

♦ or arrows indicate that the user should press the 
batten hr a abort lenjth of time. ♦ arrows indicate that 
the oser should press and hold the batten. 


To perform a mid-kick as the character gets up: 

Press K several times as the character is getting up. 
To reduce the down time: 

Press (square) several times. 
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(§+©: Throw 

Each character has their own special 'throw' 
your opponent, press the UP h— 

command to avoid falling. 


®+®+®: Escaping Combination Throw 
After using either 'Throw' or 'Offensive Hold', some 
characters will immediately attack with a 'Throw'. 
Vl/hen you are about to be thrown into the DAN6ER 
ZONE, press ®+ © + ® to defend yourself and 
rebound. 


® button: Defensive hold toward high and mid attacks 
Low ® button: Defensive hold toward low attacks. 
With this command you can reverse your opponent's 
attack and put him or her on the defensive. 



There are a number of different game modes. An additional controller is required fc 
2 player modes. 

a TOURNAMENT MODE (1- 2 players) 

In this mode you play against the computer (COM). There is 
no limit to the number of matches you can play. Another 
player can also join in the battle. Once the battle is over, the 
winner Will remains to fight the next COM opponent. 


TIME ATTACK MODE (I player) 

In this mode you must battle against both the COM and the clock. (All preset 
options return to default settings in this mode.) 


DANGER ZONE MODE 

The entire ring becomes a DANGER ZONE. (See pg. II) 

In Character Select mode, press ♦+♦ button to enter this mode. There is no 
to the number of matches you can play. 
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SURVIVAL MODE |1 player} 

A fight to the death (of your energy). You continue fighting until your energy (on the 
energy gauge) is depleted. Your opponent is the COM. The level of the battle and 
number of sets are set in default. Winning battles restore some of your energy. 

KUMITE MODE (f player) 

It's you against IOO COM opponents. The object of this mode is 
to win high points in the winning rate and to gain a fast Clear 
Time. When you move onto the next battle your energy is restored. 


iM-ieus. 
RANK IN ! 


TEAM BATTLE MODE (I - 2 players) 

Team up 5 of your favorite fighters against 5 of your friends' favorite fighters in this 
mode. Fighters are eliminated in one on one battles until the last fighter left standing 
is champion. V 


TRAINING MODE 

Just as is sounds, in this mode you train and develop your 
fighting skills. Lucky you, your COM opponent will not attack 
back, so hone up and be fearless. TRAINING MODE has no time 
limitation, nor any KO. A menu window will pop up when you 



press the Start button in j xit 
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this mode. Use the 
directional buttons and 
start button to select fr 
the menu. 


Exit Mode: .Finish the Training mode 

COM,type Select:.To chsepe the computer's "Move Type" 

Stage Change: ......To change the arena 

Command List: .To bring op the display of the current character's attach moves 

To Character Select: .‘To go book,Jo the Character Select Seroeo 

Exit: ...Exit the menu and retire to the Training mode 



You will win in any of the following cases: 
KO: Deplete your opponent’s energy. 

Ring Out: Throw opponent into the 
DANGER ZONE. 

Time Out: Exceed the designated time with 
a higher energy level than your 


DRAW and SUDDEN DEATH 
In the case of a Time Out, if you and your 
opponent's energy levels are egua! the battle 
will end in a tie. This rule also applies on 
Double KO and Double Ring Out. 

if both fighters win an equal number of 
matches a 'Sudden Death Match' will 
determine the winner. In Sudden Death your 
energy level will be lower than normal. If 
the Sudden Death match ends in a tie, the 
champion will be declared the winner. 

CONTINUE 

Even you lose a battle, you can try again by 
continuing. However, you must press the 
Start button within designated time. You 
can also change your character. 




































-orrms 


Press START at the Title Screen to display the MODE SELECT 
screen. 

Use the directional buttons to select Game Mode, and press 
© button to enter. 


CHARACTER SELECT 

Scroll through the characters by using Right and Left 
directional buttons. Select your character with the © button 


Select OPTIONS in the Mode Select screen to modify the 
environment settings or to access the memory card options. 

You may toad or save a game by selecting MEMORY CARD from the list of options 
and following on-screen prompts. 

Note: 

Never insert or remove a memory card when loading or saving files. 


Enter / go to the next screen 
So back to the former screen 
Scroll through the list 
Change the contents of the list 
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i. GAD)£ CSDffG: sets the leoel of battle, time limit, etc. 

LEVEL (Easy/Hormal/ftardAfeiy Hard): .-. 

If Lift GAUGE (Smollest/Smaller/Normal/Larger/largest/No hit): . 7 .< 

2P UfE GAUGE (Smallest/Saaller/Nonial/LargerAatgest/No limit):.------. 1 

SET TIME (10/20/30/60/tfe limit):.- 

MATCH POINT .... 

QUICK SELECT |0i/0ff|:. 

SELECT AT CONTINUE jOn/Offj; ir. "On" you may change: your character when yau “continueIs “OP 
BOUNCING BREAST (0»/0ff| 

BUTTON CONFIG:..Sets button functions. Use the 

a. AUDIO COflftG: sets sound. 

-SPEAKER OUT jSlereo/Mone):. 

BGM VOLUME |t B/./5): . 

SE VOLUME | Viim): 

85M TEST:. 

VOICE TEST: - - 
SYSTEM VOICE TEST: - 
SE TEST:. 


segT..:.Sets sounrt effect volumey 

iu to sam|rle the music options available. Press ® or ® button to hear the sample. 

Allows you to sample voices. Press ® or ® button to hear the sample. 

-Allows you to sample the system voice. Press ® or ® bulton to hear the sample. 

-Allows you to sample the snunef effects. Press ® or ® button to hear fhe sample! 


5. RECORDS: displays the ranhiny of each Diode battle. Use directional button to change the screen. 

TOURNAMENT MODE RANKING:.Shows the top 10 Cleared Time records in Tournament 

TOURNAMENT CHARACTER RANKING:.Shows each character's own Best time/entry name rai 

DANGER ZONE MODE RANKING:.Shows lop 10 Cleared time records in DANGER ZONE i 

NORMAL TIME ATTACK MODE RANKING: .Shews Tap 10 Cleared Time reseeds in Time Attaek 

NORMAL TIME ATTACK MODE CHARACTER RANKING:.Shows naeh character's own Best rime/entry name in Time Attaek 

DANGER ZONE TIME ATTACK MODE RANKING: .£.Shows Top 10 Cleared Time records in the DANGER ZONE Time Attack 

DANGER ZONE TIME ATTACK MODE CHARACTER RANKING: -Shews each character's Mi Besl time/entry same in the DANCER ZONE time Attaek 

NORMAL SURVIVAL MODE RANKING:.Shows numbers of nettles you wan/entr, name in Survival Mode Rat 

DANGER ZONE SURVIVAL MODE RANKING:--.Slows a number of oppemts you defealed/'entry name in DANGER ZONE Survival 

NORMAL KUMITE MODE RANKING: .Skews member of matches you won/entry name ie-Kumite 

DANGER ZONE KUMITE MODE RANKING: .-.Shows number ef matches you won/entry name in DANGER ZONE Kumite 

VERSUS DATA: ..Shows battle record of each oharaoter you need io the 

CHARACTER PERCENTAGE: ...Shows how often you use the selected character, in the I 








































Understanding the Hold System and DANGER ZONE System is essential for victory. 
Players can fight by skillfully managing only three moves: PUNCH, THROW, and HOLD 
Punch is superior to throw, throw is superior to hold and hold is superior to punch. 


HOLD SYSTEM: Usually fighting games have only 
two basic types of attack: Punch and Throw. In 
Dead or Alive, you have an additional category 
called HOLD. 


There are two kinds of Holds; a Offensive Hold (OH) and a 
Defensive Hold (DH). 

OFFENSIVE HOLD 

This is best to use when you want to aggressively attack the 
opponent. The main command key is ®. Depending upon which 
skill you use, the command will differ. (For details see the 
character moves lists.) 

DEFENSIVE HOLD 

Use this when the opponent aggressively attacks you. By pressing 
® button, you can hold your opponent's arm or leg and turn his 
attaek against himself with a throw. All characters share the 
following commands. Defend against high/mid attacks with the ® 
button and against low crouching attacks with the ® button. 
Some characters have additional Defensive Holds moves. 



The DANGER ZONE is the rim of the fighting ring. A 
character falling into this Zone will create an explosion which 
causing him/her massive damage. The character will also be 
bounced around in the explosion. This is when your opponent 
is vulnerable, so strike quickly. (Mid-air combos Work well.) 

If you're thrown into the DANGER ZONE you can avoid 
bouncing by pressing ®+©+® buttons simultaneously 
before the explosion begins. This will put you into the Ukemi 
position. Even if you are able to avoid bouncing with thisijj 
maneuver, you will still incur damage from the Danger Zone, 
but you will avoid damage from the explosion. 


DANGER ZONE MODE - I ^%-4sus> 
The entire ring becomes a 
DANGER ZONE. To select DANGER ZONE 
directional buttons ♦or^ when you select yc 
start the game. In Sudden Death battles the 
automatically enter DANGER ZONE MODE. 
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Moon Darkness 
Rainbow Throw I 






























MOVES LIST 

Dragon Blow 4H4© 

Sonic Uppercut @4®® 

Dragon Knuckle 444© 

Combo Low Spin Kick ©4®4® 


I i/omoo tow opin mck 

Sekkan-chop 4® Z. t ' 

i Body Uppercut 4®© 

'• Upper Knuckle 4© 

Body Low Spin Kick 4®4® 

Rear High Kick 4® 

>feb^Kick^®® 

High Shin-Knee Kick 4® 

Flash Low Spin Kick 44®4® 

Dragon Kick 444® (enable to guard when standing! 
Flash Turn Knuckle 44 © 

Dragon Rush ©©©® 

Blind Knuckle (Jann's back to opponent) it© 
'•) Dragon Canon ©©©4© 

I Blind Elbow (Jann's back to opponent) ®+® 
j Sonic Spin Kick ©4©® 

High Spin Kick ®® 

Sonic Low Spin Kick ©4©4® 

Double Hook Kick 4®® 

Double Upper Kick 4®® 


Thrust Low Spin Kick lt®4® 
low Spin Kick 4®+® 

Hell Drive ®+© 

Fireman's carry 444© 

Side Buster 4®+©+® 

Hell Crash (to enemy's back) ®+® 

Counter Knuckle 4® Mf 
Bulldogging head lock (In head lock) 44® 
Front Face lock 44® ; 

Rear Counter Knuckle (to enemy's back) 4® 
low Front Face Lock (enemy in crouch) 4® 
Sekkan Punch (to enemy's back) 44® 

Head Lock 4*4® 

Low Sekkan Punch (enemy in crouch, from behi 

























































MOVTS UST 

Spinning Back Knuckle 4® 
Leg Spike 4® 


Nationality: Russia 
DOB : Oct 10 . 

Height/weight: 6'6"/23t LB 
Measurements: 47-38-40 
Fighting Style: Russian Commando 
Occupation: Assassin 
Favorite food: Beef Stew 
Hobby: Collecting fire arms, Chess 


Sliding kick 4©+® 

Palm Arrow 4® 

Reverse Double Hammer 44®© 

SmasfjHdth ♦® 

iStp rtpJo jl ©@® 

Shoulder Tackle 44® 

Storm Back Knuckle ®®4® 
Jtofjift 4® 

<ftsn»-Sabof ©@® 

Heel Hammer 4® ite I 
Rush Sabot ©4®® 

Javelin Kick 4® 

Crash Leg Spike 4®©4® 

Drop Kick 4® 4 
Trap Heel Hammer ®® 

Thrust Kick (while standing up) ® 
Trap Reverse Hammer ®®® 
Rolling Sobat ®+® 

Head But ©+® 

Giant Uppercut '♦'44® 

Belly to Belly ®+® 


Victor Cross Hold 444®+® 

Swing Hold 4® 

Choke Slam 44® 

Jumping Elbow Crush 444® 

Standing Arm Lock 44® 

Side Arm Lock (enemy in crouch) 4® 
Standing Neck Lock (In Standing Arm Lock) 
$ 4444 ® 

Arm Bar (In side arm lock) ‘444® 

DDT (In Standing Neck Lock) 444® 
Sleeper Hold (To enemy's back) 444® 
Leg Trip 444® ’ ,*|jf| | 

Swing Neck Hold (In Sleeper hold) 


As a child, Bayman witnessed the assassination of his 
parents, carried out under martial order. He was later ] 
trained by the Russian military in commando-style fighting, 
and served as a special agent for years. Until the day he made 
one fatal mistake involving the Kremlin's favorite daughter. He 
was banished from the Special Forces forever, and exiled to 
Brighton Beach, New Vork. 


He now works as a professional assassin. Bayman is posing as a 

f articipant of the DOA tournament, but bis true assignment is to 
ind and exterminate Fame Douglas, the notorious leader of 
DOATEC (Dead or Alive Tournament Execution Committee). 
















MOVES LIST 

Double Hammer 4® 

Double Uppercut ##©© 

Low Spin Knuckle Ifr© 

Vertical Chop Hammer ^©#© 
Knuckle Arrow *© A. 

Jumping Hip Attack ®+©+® 
Elbow Smash ♦© 

Machine Gun Kick ©©® 
Shoulder Tackle 44® 

Machine Gun Rush ©©© 
lariat *®+® 

| Ultitfftte Combo #®©® 

Neck Cut Kick #® 

Spin Knuckle Combo 4©©*© 
Kenka Kick *#® 

"Kjee Hammer ♦®#© 

Rolling Sobat ®+® 

Combo Rolling Sobat #®® 
low Spin Kick ♦®+® 

Double Low Kick ♦®#® 
jrPfath Valley Bomb ®+® 

Body Slam ®+®+® 
Fisherman's Buster «*♦«*© 
Frankensteiner Bil*® + ® 


Surf Board Stretch (In Flying Major) 

German Suplex (To enemy's back) ®+© 
JOS (In Surf Board Stretch) +4®+© 
German Suplex Whip (To enemy's back) 
®+©+® 

Hammer Throw ♦® 

Giant Swing (During Tackle) #lfc'#il#® 
JOS (In Hammer Throw) ♦♦®+© 

Knee Bomber (Enemy in crouch) K® 
Reverse Wing Lock ♦H't® 

Full Nelson (To enemy's back) #® 

Dragon Suplex (In Full Nelson) i 

4*4%4® + ® ; 

Tackle 4*4® 

Dragon Screw (against enemy's mid kick) 

♦it#® 

Rolling Forward #®+® 

Guts Pose ###®+®+® 


Height/weight: 5'5"/26 LB 

Measurements: 35■ 22■ 35 

Fighting Style: Professional Wrestling 

Occupation: Wrestler 

Favorite food: Seafood 

Hobby: Outdoor sports, laser ta£|j;l;i 


Tina has been a pro wrestler since high school, and has worked 
her way up to become one of Dead or Alive's most feared lethal 
competitors. (Tina's father, trainer, and chief support, Bass 
Armstrong, also joins the tournament this time.) Tina almost 
"threw in the gloves" last year until her father stepped a 
in again and convinced her to take on the world. Bass A* 
thinks Tina is in it for the glory of winning the DOA 
championship tournament, but her real aim is to be ‘—* 

discovered in Hollywood. 






















MOVES LIST if* ; „ 

Shadow Blade 

Short Slide Kick 4®+® 
Rising Palm 4© 

Wind Blade ©+®, 
tow Spin Blade It© 

Rapid Blade ©©4® 

Slash Kick 4©® 

Shower Bows ®®4®4© 
Double Spin Blade *© >© 
Triple Impact ©©® 

Palm Straight 44© 

Sonic Bomb ♦©♦© 

Upper Knee 4® 

Bullet Kick 44® 

Moon Sault Kick *® iifi 
Ground Cutter It It® 1§J| 
Rising Axe 4® 

Gfound Stake Itlt® # ® 
Rainbow Kick *® 

Trick Heel 44® 

Upper Spin Kick ®+® 
Rising Dragon Kick 44® 
Cross Arm Suplex ®+© 


Swing DDT 4*4©+® 

Neck Breaker (enemy in crouch) 4®+© 
Skyward Shot 4It4114®+©+® 

Ura - Nage (to enemy's back) ®+® 

Dive Bomber (during Skyward Shot) 

4*4*4®+® 

Reverse DDT (to enemy's back) ®+®+® 
Izuna Drop (during Dive Bomber) 

4*444*4®+® 

Shadow Hunting 4® 

Mirage 44® 

Thunder Bolt (to enemy's back) 44® 
Shooting Star 4*4® 

Demon Strike (enemy in crouch) *® 


Height/weight: £97154 LB 
Measurements: 41-32-36 
Fighting Style: Hayabusa N injitsu 
Occupation: Antique Shop Owner 
Favorite food: Sushi 
Hobby: Mountain climbing, fishing 


A dark figure approaches and hands Ryu a piece of taper 
stained with something red. Then, without a word, tne figu 
slips away. Welcome to Dead or Alive - from Fame Douglas 


Ryu bears a name "Hayabusa" an honor bestowed upon only 
the most distinguished of Ninja's coming from the Hayabus 
School. His life had been a continuous fight until he met 
his love, Aileen, and found satisfaction in peace. But his 
thirst for challenge returned when he learned that his best 
friend's sister, Kasumi, had disappeared. 


The invitation in his hand beckoned and winked like an old 
lover. Another seduction from the dark. Once again, Ryu 
became a shadow of darkness. 















MOVES LIST 

Down Elbow 4® 

Spinning Kick ®+® 

Hell Needle 4© 

Half Spin High Kick,.4® 

Upper Elbow 44® 

Half Spin Rolling Elbow 4®© 
Swap Blow 4© 

Half Spin Heel Kick 4®® 

Devil's Upper Cut 44© 

Double Kick ®® 

Rolling Elbow 444© 

Calling Knee 4®® 

Double Impact 444©® 

Double Low Spin Kick 4®#® 
Double Elbow 4®® 

Volcanic Elbow ©®® 

Rising Heel Kick 4® 

Volcanic Mid- Kick ©®® 

Rising Knee 44® 

Dancing Rush ®®®® 

Heel Kick 444® 

Volcanic Knee ®©4® 

Devil's Rush ©©♦©© 

Twister Uppercut 444®+®+® 


Height/weight: 6'/l72 LB 
Measurements: 41-33-37 
Fighting Style: Muetai 
Occupation! ’Da ' 

Favorite food: Ice cream 
Hobby: Pool bar 


Heaven Smash 4® © © 

Wild Throw ®+® 

Knee Storm 44®+® 

Neck Hunting (To enemy's back) ®+® 
Beast Fang 4 ©+® 

Knee Strike 

Forward Trap 44® J :/ ' 

Hook Elbow (To enemy's back) 4® 
Backward Trap 44® i 
Head Crash (To enemy's back) 44® 


Reporter: We're here with Mr. Zack, who is about to participate in the 
DOA championship. Mr. Zack... 

Zaek: Where's the camera? Are you sure you've got my best side? 

Reporter: Mr. Zack, uh, that's a little too close to the camera. Great. So 
I understand that you studied the ancient martial art Muetai... 

Zack: Hey man, sorry-you know what I mean? Gotta Go. Thanks for your 
support. It's gonna be a cool night. The prize is mine. 

Reporter: Sir, I ... 

Zaek: Sorry, man. Be cool. This tournament rocks! 









































